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SYSTEM REQUIREMENTS 


¢ IBM or 100% compatible Pentium™ 90 or faster running MS-DOS 
version 6.2 or above 


16 Mb RAM 
Sound Blaster 16/AWE 32 or 100% compatible 


SVGA compliant video card and Monitor 


100% Microsoft compatible Mouse 


Double speed CD-ROM drive 


65 Mb free Hard disk space 


INSTALLATION 
DOS 


Before you can play Waterworld under DOS, you must install it on 
your computer, This requires at least 65Mb of hard disk space. 


1, At the DOS prompt, insert the Waterworld CD into your CD-ROM 

drive. 

2. Log onto your CD-ROM drive. For example, if your CD-ROM drive 

is assigned to D:, type D: and press <ENTER>. | 
3. Type INSTALL and press <ENTER>. i 


4. Follow the on-screen instructions to choose where to install the 
game, and to select your soundcard, 


5. Type WW and press <ENTER> to run the game. 


Running Waterworld 


1. At the DOS prompt, change to the directory where you installed 
Waterworld, For example, if you chose the default installation path, 
type CD\INTRPLAY\ WW and press <ENTER>. 

2. Type WW to run the game. 








Windows 95 
Before you can play Waterworld under Windows 95, you must install 
it onto your computer. This requires at least 65Mb of hard drive 
space, 


1. Run Windows 95 as usual. Now insert your Waterworld CD in your 
CD-ROM drive, and wait for the autorun screen to appear. 

2. If you have have not installed Waterworld before, you will be given 
the choice to install the game or cancel the installation process. Click 

on the ‘Install’ button to start installing the game. 





3. Follow the on-screen instructions to complete the install process. 


Running Waterworld 


Insert the Waterworld CD into your CD-ROM drive, and click on the 
‘Play’ button on the autorun screen. 


PLOT BACKGROUND 
The History 


Waterworld the game, like the film upon which it is based, is set in a 
not too distant future in which the polar ice caps have melted due to 
global warming and the continents have been drowned beneath 
millions of tons of water. 











Human history has been mostly lost. Nobody alive can remember the 
past glories of our race, Few have any real knowledge about life 
before the Waterworld. In fact, the survivors believe that the world 
was created in a ‘Great Deluge’ thousands of years before. 


The Atolls 
As the rising sea level began to swamp more and more land, many 
people began to take to the water in whatever they could find or 
make. Eventually, they worked together, salvaging whatever they 
could find to build atolls; enormous floating shanty 
towns. Many of the survivors struggle to keep 
themselves alive on these unstable monstrosities. 
! Life in the Waterworld has stringent rules. The careless 
’ wastefulness of the ancestors cannot exist here. 





Everything must be carefully preserved and recycled over and over. 
The only other alternatives to gain precious supplies are by trading 
for them or taking them from those weaker. 


Other Survivors 
The atoll dwellers are not the only survivors on the shifting waves. 


There are the lonely drifters; traders who live alone on skiffs and 
boats moving from atoll to atoll for the supplies they need. They will 
trade anything from dirt (soil for growing meagre crops) to hydro (the 
atoller's name for precious freshwater). 

The SMOKERS are vicious bands of what would once have been 
called pirates. They will take what they need at any opportunity. They 
exist amongst the remnants of civilisation, usually based on the rotting 
hulks of large supertankers, they have no compassion for their fellow 
survivors and will raid anybody they encounter. Their primary 
obsession is go-juice (petrol), which fuels the ancient vehicles which 
allow them to mount their lightning raids. 








These are not the only survivors on the seas. Drifters stopping for rest 
on an atoll will often regale (for a price) the inhabitants with tales of 
narrow escapes from various other tribes of people on distant atolls, 
Fanatical madmen that worship technology; others that have reverted 
to the most basic forms of savagery, virtually losing the power of 
speech in the proce 





The Mariner 
There are also tales amongst the atollers of a strange drifter with a 
powerful trimaran boat, An extraordinary fighter, he is reputedly a 
mutant or genetic throw-forward to what man will evolve into on the 
Waterworld, 
The stories say that he has gills; like a fish and can stay underwater 
for many hours. 
The stories also tell of his legendary abilities as a fighter and of his 
riches in dirt and other supplies. 


The Game 
In the game, you will play the War Chief. Your responsibility is to 
as well as the defence of 





work out the strategy of attacks and raid: 








your atoll. You will give your teams of fighters orders and allocate 
weaponry to them. You will trade with drifters and the like and get to 
watch the action from an isometric view. 


At the beginning of the game, you and your fellow atollers are adrift 
on rafts, your previous atoll having been destroyed in a smoker raid. 
Your first task will be to capture a new atoll and save your people 
from death on the seas. 


Following this, there are 21 missions, Over the course of them, an 
unfolding story develops and defines the game. This story is told via 
the logbook of the War Chief and through 25 movie sequences that 
were specially filmed in Hollywood using sets and actors from the 
film Waterworld. 


Enjoy! 


GAMEPLAY OVERVIEW 


In Waterworld you will take command of a group of desperate men. 
You will have to complete many gruelling missions using your wits 
and developing tactics to overcome the enemy. You must decide how 
many men to take on each mission, and once at your destination you 
will have to use every means at your disposal to ensure their survival. 


Before each mission you will be briefed on your objectives. 


INTRODUCTION SCREENS 


After the game credits and an introduction you will see the START-UP 
SCREEN. 


START-UP SCREEN 
The START-UP SCREEN will show the 
picture of a compass and six options to 
choose from, NEW GAME, LOAD 
GAME, GRAPHICS, 
REPLAY INTRO, VIEW 
HELP and QUIT GAME. 
Move the mouse and 
Y position the cursor over one of these items, press the 
LEFT MOUSE BUTTON to confirm your choice, 























NEW GAME 


This will start a new game of Waterworld from the beginning. 


LOAD GAME 


This will allow you to re-load one of your previously saved games. 


There are six save game slots to choose from. You can either move 
the mouse cursor over the required save slot and click the LEFT 
MOUSE BUTTON on the O.K, box, or use the UP and DOWN cursor 
keys to highlight the desired choice and press enter. Click the LEFT 
MOUSE BUTTON on the cancel box to return to the START-UP 
SCREEN, 








GRAPHICS 
Pressing the LEFT MOUSE BUTTON will toggle between LARGE and 
SMALL. This option will change the size of the graphics in the game. 
Selecting the SMALL option will allow you to see more of the map 
but at a lower graphic resolution. 





REPLAY INTRO 


This option will replay the Introduction movie and then return to the 
START-UP SCREEN. 





Choosing this option 
will briefly review 
the game controls, 
The following screen 
will be shown. 








CONTROLS 









> 


MOVE CURSOR 


When this cursor is shown you have a group of troops 








selected. If you click the LEFT MOUSE BUTTON on any 


part of the play screen, the selected troops will move as close as they 
can to this position. 





> 


CAN’T MOVE CURSOR 
Indicates that no troops are able to move to the current 
position 








A 


Click the LI 
as best they can. 


ATTACK CURSOR 

This cursor indicates that the selected troops are capable of 
attacking the location or enemy currently under the cursor. 
T MOUSE BUTTON and the selected troops will attack 








1 


CAN’T ATTACK CURSOR 


Indicates that the selected troops can not attack the 
specified position. 








In the game are certain objects (such as a lever to open a 
gate), that your troops may need to use. When the cursor is 





 D, USE CURSOR 
re) 





over just such an item, it will change to the USE CURSOR. Click the 
LEFT MOUSE BUTTON and the currently selected troops will move 
towards the item and use it 








@ 


PICKUP CURSOR 


You may notice certain pick-up items around the play 








screen, many of these improve the fighting skills and 


strengths of your atollers. When you see just such an item, select one 





of your men, move the cursor over the pick-up item and 
click the LEFT MOUSE BUTTON, your atoller will pick 
up the item and his skills will be enhanced. 








IN-GAME POINTER 
Cb <j Use this to navigate menus and toggle weapons of your 





army during the game. 


Fl 
| Press the Fl key while playing to bring up the in-game 
help screen. 


DRAG SELECT TROOPS 
It is possible to select a group Of troops all at once. To select several 
troops simultaneously hold down the LEFT MOUSE BUTTON and 
move the mouse to drag out a marker box, Any of your troops that 
are contained within this box will become part of the currently 
selected troop. 














+ CTRL TO FORCE FIRE 
If you hold down the CTRL button while*clicking the LEFT MOUSE 
BUTTON, your troops will be forced to fire at the selected position. 


LEFT CLICK ON MAP TO MOVE TROOPS 
Similar to the above function MOVE CURSOR, left clicking on a 
portion of the map will instruct the currently selected troops to move 
to that position. 


RIGHT CLICK ON SCREEN TO CENTRE 
Clicking the RIGHT MOUSE BUTTON on any part of the play screen 
will centre the screen on that position. 


RIGHT CLICK ON MAP TO MOVE SCREEN 
TO THAT AREA 
Clicking the RIGHT MOUSE BUTTON on the map portion of the 
screen will centre the play screen on that particular area 


QUIT GAME 


This will quit the game and take you back to your operating system, 
i.e. Windows or DOS. 
























LOG BOOK SCREEN 
The LOG BOOK is a record of all 
your previous encounters. The LOG- 
BOOK will be updated automatically 
as you progress through the game. 


BRIEFING MAP 
Next you will be shown a briefing 
map, describing the mission to come. 
This map will show the layout of the 
scenario, any important points to 
remember and some vital clues on 
how to succeed. 
At the bottom of this map you will see 
five buttons: 


LOAD 
Clicking on this will allow you to load one of your previous saved 
games. 

SAVE 
This will allow you to save the game at the current position. 

QUIT 
Will quit the game. 

REPEAT 
This will repeat the information given on the BRIEFING MAP 

PLAY 


Clicking on this will confirm that you accept the mission. 




















SQUAD SELECTION 
SCREEN 
The SQUAD SELECTION SCREEN is 
where you choose your men for the 
mission. 


In the centre of the 
screen you will see the 

) currently available 
men, these are the ones whom you may choose from 

~ to attempt the next mission. 









On the bottom left of the screen is the list of weapons available. The 
arrows to the left and right allow you to scroll through your weapons 
(initially this will be limited until you acquire more weapons). Next to 
each weapon is a number, indicating how many of that weapon you 


have at your disposal. 





To arm a man hold down the | MOUSE BUTTON over the desired 
weapon. Your cursor will now change and show that weapon. Drag 
the cursor over the desired man and release the LEFT MOUSE 
BUTTON, If you change your mind you may simply repeat this action 
with a new weapon and the previous one will be returned to you 
stock of weapons automatically. If you change your mind and decide 
that you no longer want to take a specific character on the mission, 
place the cursor over the characters face and then hold down the 
LEFT MOUSE BUTTON, this will “pick up” the weapon he has and 
you can now “drop” it back into the weapon store at the bottom of 
the screen, 





NOTE; You must arm at least one character before you can proceed 
to the next screen. 


To the right of the screen is a button marked PICKUPS, click this 
button to show what pickups your squad has, initially they have 
nothing. This button is now marked WEAPONS, click it again to see 
what weapons you have at your disposal. 

When you are ready to proceed to the mission click on the DONE 
button situated in the bottom right hand side of the screen. 





DEPLOYMENT SCREEN 
This screen will allow you to specify 
the starting locations for your troops 
on defensive missions. 





The top half of the screen shows the 
layout of area of conflict and the 
bottom section of the screen shows 
your atollers. Simply hold the LEFT 
MOUSE BUTTON down over the atoller you want to place and drag 

him to one of the pre defined starting areas (coloured boxes). His 

picture (in the lower part of the screen) will now be outlined with the 
colour of area he is deployed in. If you change your mind about a 

certain atollers deployment you can click on the face (in the lower part 41 















of the screen) with the RIGHT MOUSE BUTTON to cancel their 
deployment. 

NOTE: If you do not specify deployment for your troops they will be 
deployed automatically. 


TRADE SCREEN 
After each mission you will be 
contacted by a trader. This screen 
allows you to exchange items and 
weapons from previous missions. 


The item boxes on the left hand side 
of the screen contain your current 
stock of weapons and tradable items. 
The item boxes on the right contain any wares that the trader is 
offering for sale. To purchase an item hold the LEFT MOUSE 
BUTTON down on it and then drag it over to the left hand side 
(your side) of the screen. If you do not have enough resources to 
purchase the item a tone will sound and no transaction will take 
place. To sell an item hold down the LEFT MOUSE BUTTON on the 
item you wish to sell and then drag it across to the right hand side 
(traders side) of the screen and release the mouse button. The trade 
will take place and your resource stock (shown in the centre of the 
screen will be credited) 











GAME CONTROLS 
You are now in command of a small, desperate, but loyal band of 
men. They will do your bidding well. 


MOVE MOUSE 
Moving your mouse to the sides of the game screen will scroll in that 
direction. 


LEFT MOUSE BUTTON 
The left mouse button will command your troops to 
perform certain actions defined by the cursor. 





RIGHT MOUSE BUTTON 


Centre on selected area 


Fl 


Hitting F1 will bring up a mission summary for the current mission. 


To scroll around the screen simply push the cursor to the side of the 
playscreen that you wish to see. An alternate method, for skipping 
over large area’s of the map is to click the RIGHT MOUSE BUTTON 
on the smaller map section, at the bottom right of the screen, or to 
use the arrow keys. 

To select a member from your band of men, move the cursor over 
him and click the LEFT MOUSE BUTTON, he will acknowledge you 
and a small status bar will light up beneath him (notice how his 
statistics are now displayed in the top right portion of the screen). He 
is now ready to receive instructions. 








To select a group of men simultaneously, hold down the LEFT 
MOUSE BUTTON and move the mouse to drag/stretch out a marker 
box. Any of your troops that are contained within this box will 
become part of the currently selected troop. 

To instruct the selected members of your troop to move, position the 
cursor over a portion of the screen (a green MOVE CURSOR will 
show if this is a valid portion of the sereen) and click the LEFT 
MOUSE BUTTON. Your selected troops will now move as close to 
this position as they can. 





To instruct the selected members of your troop to attack, position the 
cursor over the enemy (a red ATTACK CURSOR will show) and click 
the LEFT MOUSE BUTTON. Your selected troops will now move 
within range and attack. 

To instruct the selected members of your troop to collect a PICK-UP, 
position the cursor over the item to be collected (a blue PICK-UP 
CURSOR will show) and click the LEFT MOUSE BUTTON, Your 
selected troops will now move within range and collect the PICK-UP. 
To instruct the selected members of your troop to use either a gun 
mount or a lever, position the cursor over the item to be used (a 
yellow USE CURSOR will show) and click the LEFT MOUSE BUTTON. 





Your selected troops will now move within range and use the item. 13, 








CTRL plus LEFT MOUSE BUTTON 
Force all selected units to attack the terrain. Holding the CTRL button 
and clicking the left mouse button will force all selected units to 
attack that area. 


SHIFT plus LEFT MOUSE BUTTON 


Add / remove unit to / from group. Holding the shift key will add or 
remove a unit to the group. 


ESC KEY | 


Brings up the options menu, 


CTRL plus 1 - 4 
This allows you to assign troops to a group. Select the troops you 
would like in the group and then while holding down the CTRL key 
press a number from 1 to 4. 





NOTE: You can assign groups within groups. 


1-4 
Pressing these keys will select the previously stored troop groups and 
centre the screen on their location. 


CTRL plus 5 - 8 
By holding down the CTRL key and then pressing the number keys 5 
to 8 you can store a location marker. This will allow you to jump the 
screen to any one of the stored locations at the press of a button, 


5-8 


Centres the screen on stored location as described above. 


CURSOR KEYS 


Scroll around the map 





> 
Cycle through and centre on each individual unit. 


< 
Cycle through and centre on each individual unit in reverse. 


134 


Pauses the game, pressing a second time continues the game. 


L 
Lock view onto the leader of selected group. This is useful for 
“following the action.” 


U 


Unlock the view 


SPACE 


Select / De-select all units 


RIGHT MOUSE BUTTON 


Centre view at location 


+ 
Sound effects volume up 


Sound effects volume down 


TAB 


Hide / reveal control panel 


SHIFT plus D 


Cycle through graphics detail level 




























1 / SHIFT I 
This puts all atollers into “automatic mode”. Your characters will 
move around and attack people at will. 





NOTE: This mode is not to be relied on and is often less effective 
than directing orders yourself. 


PLAYSCREEN 


The playscreen is split into three main 
sections, the largest section on the left 
is the main playscreen, here you will 
see your troops, the enemy troops 
and the terrain on which they must 
battle. 





The top right and middle right side of the screen shows the currently 
selected member of your troops, his weapon and any possessions he 
is carrying. Also shown in this section is the character info bar, 
which informs you of the characters current action (waiting, attacking, 
moving) 

The smallest section at the bottom right of the screen shows a small 
scale map of the current mission. This shows enemy troop locations 
and the locations of your own troops. It can also be used to quickly 
manoeuvre around the atoll (see CONTROLS). 


PICK-UPS 


i Dirt 
The rarest of the resources 


gS Hydro 


A common trading resource 




















Metal 


A medium value resource 







































































Ammo 


Fits all weapons 


Super ammo 
Does twice the damage as regular ammo 


Brown jacket 
Gives the wearer some protection from certain weapons 


Blue jacket 


Gives the wearer some protection from certain weapons 


White jacket 


Gives the wearer some protection from certain weapons 


Health pack 


Restores health 


Weapon upgrade 


Increases weapon fire rate 


Speed boots 


Gives the wearer increased running speed 


Land mines 
Can be dropped for area protection 


Stimulant 
Increases fighting skill 


Binoculars 
Reveals all enemy forces 
































OPTIONS MENU 


Pressing ESC during gameplay will bring up the options menu. 





Here you can click RESTART if the mission is not going too well and 
you would like another attempt. 

BRIEFING RECAP will remind you of your objectives, bringing up 
the Briefings Map. 

GAME SPEED has a slider that can be dragged using the mouse. Drag 
it to the left to slow the speed and right to increase game speed. You 
may need to alter this for faster PCs or more difficult levels later on in 
the game. 

SCROLL SPEED has a sliding bar that controls the speed of the map 
scrolling, 

EFFECTS VOLUME the slider controls the sound effects volume. Left 
is minimum, right is maximum. 


MUSIC VOLUME the slider controls the in-game music volume. 


DETAIL LEVEL the slider here controls the amount of graphical detail 
shown. Slower PCs may need to reduce the graphical detail, while 
faster machines may be able to run well with a lot of graphical detail 
showing. 

QUIT will quit the game. 


RESUME this button will clear the options box and return you to the 
game. 


GAME PLAY TIPS 
Mission 1: First Blood 


This should be a walk over. The people on this atoll don’t seem to 
even want to put up a fight. Perhaps their will to live has drained 
away like hydro through the deck plates. 
I think the Warchief is right in saying that we should split up into two 
teams, the first sweeping around the top level and the 
second on the lower. 
I had a quiet word with the Tallyman and he said he'd 
) make sure I got one of the four crossbows we have; 
can’t wait to get out there and spear me a few of 
" those fish (ha ha ha), 








Mission 3: First defence 
The Smokers are coming, I can smell the fumes from their boats 
blowing in on the wind. We have to protect the hydro machine. 
Think I'll head straight for the gun mount, that should slow them 
down. 


Mission 4: Rescue 
I'm scared, I know we have to rescue our people, but I wish the 
Warchief would pick someone else this time. The Tallyman got me 
one of the pistols from the Armoury, but it doesn’t make me feel any 
safer. I'm going to rush in and get the hell out as fast as I can, think 
I'll go straight across the middle of the Atoll. 


Mission 5: There for the taking 
Tallyman told me we need supplies and that's why were going on 
this fool mission. Think I'll hang onto my pistol, it served me well in 
the last mission and as long as I can keep enough ammo for later it 
should send a few more people to the recycling pits. 





Mission 7: The Eye of God 
The Warchief is being very quiet about what the hell we are looking 
for, but it must be something very important to take on such a well 
defended atoll. 
I'm trying to convince one of the others into giving me a pair of their 
shoes, If I can’t out shoot all the Smokers I can always try and 
outrun them. 


Mission 8: Easy Target 
We could all be rolling in dirt by the end of the day the Warchief told 
us, but I'm not so sure, The scouts said that the coming atoll is 
almost deserted but looks can be deceptive as we've found out 
before. 


I traded some of my hydro ration for a brown jacket this morning 
which makes me feel a little safer. Tallyman said he would see if he 
could get me some more ammo for my pistol, but he warned me that 
if | keep using it up at this rate, he'll have to tell the Warchief and T'll 
get my gun taken away. Maybe it’s time for a new weapon. 








Mission 10: Lair of the Beast 
Holding on to my pistol has saved my neck more than once, but now 
I'm getting low on ammo. The Warchief has just told us we are going 
to attack one of the Laymen’s strongholds. If it's true I'm gonna make 
sure I get me a health pack. 


Mission 11: U.S.S Ticonderoga 
This is it, we're going in soon, I can just make out the shape of the 
Layman base in the distance. The scouts say there is a gun mount 
over to the left of the base but it doesn't seem to be guarding 
anything? Well I guess we'll find out soon enough. 


Mission 13: Go juice a go-go 

The Tallyman is arguing with the Warchief about whether or not to 
hire the Mariner. I sure hope he does because we're gonna need all 
the help we can get on this mission. 


Mission 14: Surprise attack 

Time to trade my pistol in I think. The people on the approaching 
boats look link giants. Think I'll get me a double nosed shotgun if 
there is a spare one. 


Mission 15: Inventors barjee 

The Warchief says we're to rush in grab the guy and get out, but I 
think it would be safer to try and take out the Choppers first and then 
worry about rescue. Some of the others agree with me, if only the 
Warchief would listen we might have a better chance of survival. 





Mission 16: Chopper Island 
Tallyman just showed me one of the flamers from the armoury. 
That's the sort of fire power we're gonna need on the coming 
mission. 


Mission 17: Power to the people 

I've been singled out to be the front runner on this 

mission. I've said farewells to my family and friends 
on the atoll as I doubt I'll ever see them again. The 





Warchief gave me the best shoes we have and a blue jacket. 1 think 
I'll fall back on my trusty pistol to protect me but I don’t hold out 
much hope. Run.. run.. run.. and get the hell out is my best chance. 
Poseidon protect me. 


Mission 18: Meet the meat 
Arrows flying everywhere, people dropping to the decks, blood 
running like hydro. Got to stop these animals before they kill us all. 
Get me a flamer and I'll burn them all, 


Mission 19: Caged 
Warchief is making me front runner again but the atoll looks quiet, 
too quiet. Better keep an eye on those stairwells. 





Mission 21: Get Fluffy 
The Atoll leader came to talk to us in pefson today, Told us to kill 
every last one of these scum. He's told the Tallyman to give us any 
weapons and ammo we want. A couple of the guys are gonna take 
mini guns, but I’m after a flamer again..... gonna have me a BBQ ha 
ha ha, 


Mission 22: Dryland assault 
Dryland....... and only a few Smoker scum standing in our way. 
Scouts told me the Deacon is on board. For the first time I'm not 
scared... I’m gonna shove a rocket down his throat, On to Dryland. 
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Technical Support 

Hilleri Abel 

; Matt Byrne 
Mark Linn 
Rafacl Lopez 
Rick Sanford 
Paul Dew 
Alton Tuttle 
Rusty Treadway 
Brian Quilter 
Brennan Easlick 
Tom Gardner 
Gunnar Christensen 
Jennifer Purcaro: 


Special Thanks To: 
All The Wonderful Folks AL 
MCA Publishing Rights, 
The Waterworld Filmmakers For 
Their Support And Use OF Clips 
From The Movie 











Chuck Ge 
Nancy Cushing-Jones 
Karen L. Davi 

Dave Fulton, 

Noah Dudley 

Gladys In Editing, 

Phylis The Negative Catter 
Niki And Sasha, 

And Various Addiction 
Mainly, But Not Exclusively 
Smokes And Caffeine 


And Beer, Of Course) 
That Finally Helped Us 
Get This Thing Out 


CINEMATICS 

Sound By Efx 

Sound Design 
Michael Mancini 
Francots Vlaignan 


Foley Artists 
2 Barhanell 
Vince Nicastro 





Foley Mixers 
Brian ticer 
Keith F 


Foley And Walla Editing 


Chatles Deenen 


Additional Walla Editing 


Hlsabeth Sleum 





Movie Compression And Processing 


Bill Stouelt 


Dialog Editing 
Chris Border 


Charles Deenen 


Music 
Richard Band 


Music Editing And Supervision 
Charles Deenc 


Music Editing Assistance 
Ron Valdez 


Music Mastering 
Tom Baker At Future Disc 
Mixed At Efx In Dolby Tm 
Surround 
Re Recording Mixing Engineers 
Brian Risner 
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on Segments Produced In. Association With 


Interactive Production Designer 
Alliance Corporation At Carthay Studien Richard Anderson 

Director Construction Coordinator 
Michael Conti Roger Kelton 

Producer Props And Set Dressing 
Vince Denardo: Tracy Townsend 

LA.C. Producer Driver And Swing 
Mackenzie Waggamar Charlie Dalrymple 

Line Producer Assistant Art Dept. 


Dave Speaker Amanda Morris Conti 


Production Assistants 


Associate Producer 


Larry Davis 
Darrin Jaques 


Script Supervisor Chats Darner 





= Off-Line Lightworks Editors 
Accountant Andy Horowitz 

Elizabeth ‘Trujille Philip Russman 
Director Of Photography On-Line Post Production Facilities 


Provided By West Valley Studios 
Chatsworth Ca 


Editor 


Marcus Weiss 


Mackenzie Waggaman 


Key Grip 
Kurt Wolff 


Best Boy Grip 


Production Manager 

Rob Solomowitz 
Gaffer 
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Best Boy Electric 


Brian Roach 


Sound Mixer 


Don Summer 


Boom Operator 


Bryant Grizzel 


Interplay’s World Wide Web Site 


Welcome to the Interplay Web! As a company dedicated to providing innovative, high quality 
interactive entertainment software, we are always striving to stay as close as possible to the 
leading edge of technology. This Web site is the latest example of our ongoing effort to 
provide a wealth of information and opportunities to you. 


As a company of fanatic gamers, we love the idea of gamers all over the world tapping into 
cyberspace to see, touch and feel our latest games, No hype, no marketing campaign, just 
great games. To make it work, our goal is to keep this site fresh and new to make it a place 
where you can tell US what you like about our games ... and what you don't like about 
them. So use the feedback options on these pages and sound off. Enjoy your visit in our Web 
site, explore all the different areas we have to offer, and.come back soon. Check us out in 
the weeks and months ahead, we will be introducing new and exciting areas for you to 
experience. 

Once again, Welcome! 


Brian Fargo 
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How to get there 
Interplay’s World Wide Web site is an Internet service designed to give you the latest 
information about Interplay and our products, 


The site features our demos, upgrades, product information and ordering information. 
From your Internet accounts, point your favourite browser to 


http://www.interplay.com 


















Customer Support 


You can reach Interplay Tech Support on this number. +44 (0) 1628 423723 
Other enquiries Interplay Productions Lid 

Harleyford Manor, Harleyford, Henley Road, Marlow, Bucks SL7 2DX England. 
Fax; +44 (0) 1628 423777 


E mail: europe@interplay:com 


If you have a modem, you can reach us at the following: 


THE ERPLAY BBS: We have a 24 hour, 7 day-1-week Multiline BBS available for 
customer questions, support and fixes. The number is U.S.A. 714 252 2822. Modem settings 
are 300-2B-BK Baud, V.32bis, V.42bis 8-N-1. You also may contact our BBS over the Internet 
Telnet to bbs.interplay.com. This is a free service. (Excluding toll charges) 


INTERNET Many Interplay demos and patches are available at Internet FTP sites. To visit our 
World Wide Web site, point your browser to *http://www.interplay.com.” or you may fip 
lo fip.interplay.com. 








Limited Warranty 


If within the first ninety days of purchase you have any problems with the product, please 
return it to the retailer. After ninety days you may return the software program to Interplay 
Productions, provided the fault is not due to normal wear and tear and Interplay will mail a 
replacement to you 


To receive a replacement you should enclose the defective medium (including the original 





product label) in protective packaging accompanied by 

1) A cheque or postal order for £10 sterling (to cover postage and packaging) 
2) A brief statement describing the defect 

3) The original receipt or address. of the retailer 

1) Your return address. 

Registered mail is recommended for returns 

Please send to: Warranty Replacements, Interplay Productions Ltd 


Harleyford Manor, Harleyford, Henley Road, Marlow, Bucks, SL? 2DX, ENGLAND 


Games Player Charter 


© Avoid playing when tired. Play for no more than one hour at a time. 


Sit well away from the sereen, 


Play games in well lit areas. 


Reduce the brightness of the screen to darken the contrast 


Use as small a screen as possible. 


These tips will help you enjoy your game playing more and maximise your performance 


Only 1500 people in the UK are photosensitive epileptics (sensitive to flickering lights). These 
are the only people who may develop an epileptic reaction to playing computer and video 


games. 
REMEMBER, COMPUTER AND VIDEO GAMES ARE FUN. 
Issued by the European Leisure Software Publishers Associations. 


Station Road, Offenham, Nr Evesham, Worcestershire, WR11 SLW 










COPYING PROHIBITED 


This software produce and the manual are copyrighted and all rights are reserved by 
Interplay and are protected by the copyright laws that pertain to computer software. The CD- 
ROM is not copy-protected. This does not mean you can ma 





ke unlimited copies. 





NOTICE: Interplay reserves the right to make modifications or improvements to the product 
as seen or described in this manual and/or CD-ROM at any time and without notice. 


ADDITIONAL 


MATERIAL 
August 21st 2157 
WALES FLOODED 


The calls for strengthening of 
the sea walls along the new 
Welsh coast between Cader Idris 
and Snowdon over the last year 
have been proven to be well 
justified. 

Last night's gale force winds 
caused over a mile of badly 
weathered defences to collapse 
completely. 

Chaos rules as people race for 
high ground, Twenty villages 
have already been swept away 
by the massive deluge that 
threatens to completely 
submerge the Welsh valleys 
forever. 

Meanwhile... 


September 21st 2040 
SEA LEVEL RISING. 


Confirmation of an increase of 
the global sea level by a metre 
over the last five years has 

sparked a storm of controversy. 





Scientists and ecological groups 
predict an exponential increase 
over the next twenty years and 
are calling for quick action to 
address the effects of global 
warming on the polar caps. 
Jefferson Pillock, spokesman for 
CLEAN, the council of standards 


set up by the world’s major 
chemical and oil companies 
assured humanity yesterday that 
these figures were ‘pure 
alarmism’. 

‘We have plenty of time,’ he 
said... 


October 21st 2200 


ATOLL PLUNDERERS - 

PROBLEMS INCREASE! 
The Mayor has called for stiff 
military action against the attacks 
by savage plunderers on this last 
outpost of civilisation, 





Last night, several people were 
killed on the Southern shore of 
Lake Titicaca as they tried to 
prevent these barbarians from 
stealing food. 

The entire population of our 
proud city is outraged. Many 
families spent most of their 
fortunes to establish real estate 
here in the shadow of Mt. 
Ancohuma because of 
Presidential assurances of 
protection, 


The President, who has yet to 
live up to his promises to 
mobilise an air strike against 
these sea-born ‘atoll’ cities, had 
this to say. 
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INTERPLAY PRODUCTIONS LTD 
HARLEYFORD MANOR, HARLEYFORD, HENLEY ROAD, 
MARLOW, BUCKINGHAMSHIRE SL7 ZDK U.K. 
Te: +44 (0)1628 423666 
Fax: +44 (0)1628 423777 


Waterworld is a trademark and copyright of Universal City Studios, Inc. Licensed by 
Universal Studios Licensing, Inc. All rights reserved. Design and implementation by 
Intelligent Games. Exclusively distributed and licensed by Interplay Productions. 
All other trademarks and copyrights are the property of their respective owners. 
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